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One hundred cind three years pass • 



One hwxdred atxd tfxrce years after Acaxruuitors expulsion 
from Beiom, he has returned. 

Hasrinaxx the Druid was in the forest ofArgoth searching for 
fresh mistletoe whieh was to be used as a component for a new 
speil he was preparing. In the distance he couidjust make out a 
biossoming bush and started towards it. He fdnched suddenly as 
he crossed the small patch of open grassland in front of it. Was 
he seeing things or did the bush really jolt suddenly? There it 
was again. 

All too late he saw the wild boar come rushing out towards 
him. He staggered back andyelpedin agony as the boar nuzzled 
its way under his robes and bit into his now thrashing leg. 

"asrinaxx quiekly pointed a ringedfinger at the boar anduttered 
two short words of mystic Druid chant. A small electricity bolt 





shot forth from the Druid's finger axvdddsclvarged itself into the 
boar's back. The animal squeeled in agony and disappeared into 
\ a maze of bushes. 

''How stupid to be caught unaware, like tfxat!" the Druid 
hhought. 'Tve spent too much time living in the safety^ of my 
'Milage. Gone are the days when I sent Acamantor's demoi 
jjrlnce^ back to the dark planes from whence they came. Over 
one hundred years have past since then and although my magicj 



has grown stronger j my spirit has grown weaker. I have been 
expetiedfrom my Dniid sect for experimenting with dangerous 
magics. I have become seperatedjrom nature and the elemental 
Gods of the Earth, the Wind; Fire and Water. And now age is 
slowing my wit5. What is left in life for such a failed Druuf?" 
If only Hasrinax knew the adventures that were to follow. 

Hasrinax cast his mind back to the wild boar. ''Strange for an 
animal of the forest to attack a man. And a Druid at that. A 
friend of alL animals and indeed of nature itself I Perhaps it was 
a sign from the Qods. Mother Earth herself was trying to telL 
him that he was slacking as one of the few Great Druids left'\ 

''No! Tfoat doesn't make sense'' he tlxought. ''The Qods would 
never use animals to do their fighting. That would be agains' 
he sacred laws of nature. He asked himself again, why should 
a wild boar attack him? It seemed to be frightened. Running. But 



'hxrinuxg from what? What could possibly scare a boar in the 
forest ofArgoth? Men?** 

"Nol Hasrinaxx could sense if there were men nearby. But he 
could sense something else though. It seemed almost Ethereal. 
A feeling he hadn't felt in a long time. Not since he'd vanquished 
the demon princes from Acamantors tower. But tfrnt was manv 
years ago. The wounds that opened the dark planes to this world 
could ne\^er be opened again. The Great Druid sects had closed 
them soon after the demon princes had bem expelled, with 
strong and mvstical magic". 

HasriTxa<v^ co^t his mind aside and set about tending to his 
wounded leg. Notfxin^ a small poultice oj woundwort couMn't 

It was as he stumbled along the well Beaten track to Ishmar 
that he saw Eder\n, his faithful vounq apprentice. Like all 



•apprentice Dniidsj Ederyni was too impatient in teaming his 
tno^k aiidwou(dver\^ often rtxakc mistakes. Most oftfie time he 
wouid use the wrong herbs or speak the wrong Dmid cfxant 
when costing a sped. But he wouid team, as att wisenecl Druid^'s 
did, with age. 

Something seemed strange though. Ederyii's face seemed 
almost expressionless, his ey^es BuC^in^. Saliva dripped from his 
mouth and his skin seemed to ftave a 6Cue tin^e to it. Hasrinaxx 
uvnmanded him to halt, l or a moment, he thought he saw a 
sign of recognition in ftis young apprentices face, but this 
nstantCy disappeared as the apprentice moaned deeply and 
.continueti to stagger forward. 

As he grew nearer, a piercing stencft come over tfie Dioi: 
fticfi seemed to in^tantfy clraw ftim out oj his trance. Tl\e 
stencft was unmistakably that oj death - or rather the xmdead - 




■ Hasrirwcx raised his ringed finger, his hand shaking, and 
pointed it towards his oncoming apprentice. ^Tm sorry Ederynl" 
he said softly and then uttered two words of mysticaf Druid 
chant. Strident (ong bolts of electricity shot from his fingertips 
and discharged themselves into the apprentices chest, sending 
him reeling to the ground^ his chest smouldering but his face 
still expressionless. The body lay there, twitching axui slowly 
sixykiixg into the earth as if Mother Nature herself were calling 
the body back into the ground. But Hasrinaxx knew that the 
soul had not been vanquished to the afterworld and that it 
wouldrise again from this temporary grave in only a few hours. 

His head suddenly shot up. His senses were now keened ai 
he could see all around him, coming from every directio 
through the bushes and between the trees. The undead were 
everywhere. Once living people, the proud villagers of Ishmar, 



many were friends of Hasnnaxx. Now reduced to the waging 
undead. Reduced to attacking tfie limng - jealous of those tliat 
still hold life. Hasrinaxx pitied their poor souls. 




He heardatfiunderciap; and in the distance he couidsce that ' 
ihe cioxids above the once peaceful land of Belom hadformec 
^JEinto the face of a dark; evit looking mage. He knew this was the 
iiwork of Acaxnantor and his demon princes. He would return tc 
Isftmar and from there, stek revenge and finally put an end toi 
this evil - and destroy the Dark Mage himself I 




He searched his small canvas bag and found the object that he 
required. He lifted the small silver crucifix high in his right 
hand. The sun gleamedfrom it. In^tontCy the undead backed into-^ 
iihe bushes and the trees from whence they had come. Into the4 
[safety of the darkness and away from the gleaming holy synnbol 
^the Druid held in his hand. Hasrinaxx spoke a deep Druid chanf 
\nd started to walk forwards^ along the beaten track to ^ 
Ishmar... 



sped Selection 

TakeSpeU 
Cast Sped 
DiscardSpcd 



game 
Command keys 
CBM 64 Spectrum 

P, @, *, {upper arrow) U, h O, P 

h,:,;,= HJ,K,L 

+ CAPS SHIFT 

Space Bar Space 

( (eft arrow) SYMBOL SHIFT 

Command Eiemental C= {Commodore key) A 

PauseAlnpause Qame RUN/STOP ENTER 

Amstrad 

SpeUSeiection 1,2,3A,5;6,7,8 
■Take Sped CLEAR 
Cost Sped Space 
Di5Cttr(fSpelI DELETE 
Command Llementai A 
Pauscl^bxpaxise Qame ESC 



ControiUng the Druid 

CBM 64 Use a joystick in port one. 
Spectrum use Kempston joystick or keys Z,X,P,L om£ M. 
AmS trad use a joystick or keys Z,X, P, L omt M. 

Controlling the Eiemental 

whenever you create an EtementaC to he(p you, he can be 
commanded with the 'Command Elemental' key to toggCe 
between WAIT, FOLLOW (tfie Druuf) and SEND (t(k. 
' Elemental in the direction tfie Druid^isfacinq). ACterrwtiveCy, a 



CBM 64 Use a joystick in port two. 

SpCCtnvni use a joystick {Druid control wid revert to 

ke^^board) . 

Amstrad Use a joystick (Druid control wid revert to 
keyboard). 



frhe Dispiay 

The constitution indicator displays the current constitution 
of your Druid. This will run down whenever you are attacked or 
when you watfe through fire or water. The game will end and^ 
you will die if your constitution runs out. 

The Spell windows indicate the spell currentfy selected. 
Whenever your Druid walks over a spell, you will be toCcf wfiat 
tfte spell is in the message window. If you want to take it; you 
can store it in your Spellbook wfxicfi con holdup to eight spells. 
The spell will always be placed above the spell indicator unCess^ 
^tfie currently selected spell position is already full, in whicf 
case, the spell wid be placed in the next vacant sped position. 

The Elemental display, shows the status of your Elemental 
^ (if you have one) . FirstCy, you are sfiown what type of Elemental i 



lyou have and what direction it is moving {usefid if he is ojf 
[screen). The dispiay to the right of this shows you either what 
command the EtementaC is currently obeying or that the 
Eiemental is in manual mode. The red bar indicates your 
Elementcds strength. 

The Electrical Bolt indicatorj shows the current charge of the 
Druid's electrical bolts. The more quickly you fire^ the faster 
this runs down. As your electrical charge runs down, sofireing 
rate wilL decrease untilyou can fire no more. You will then have 
to wait to recharge your electrical energy. 

The green rating bar will grow as you progress through the^ 
game to give you an idea of how wellyou are doing. 




®reat Druid Ratings 

As your Dmid progresses through his adventures to 
Acaxnantor's domain^ the green rating bar wiil grow in (ength. 
This shows how wedyou have done in the game. Whcnyou die 
{or winl)j you wid be given a rating which describes the titCe 
best suited to your Druid. Of course^ the best title is that of 
Overiord but onty the best Great Druid's wiil ever become so 
honoured The raJdngs in order of worst to best performance are:- . 



Ore Breath 
Earth Shaman 
Air Shaxxum 
Water Shaman 
Tire Shaxnan 
Earth Lord 
Air Lord 



Water Lord 
Tire Lord 
Keeper of Order 
Druid of Keaim 
High Adept 
A'Saxuich 
Overiord 



sped: Conjure Eartft Eiemental 
Type: Summoning/Protective 
Duration: Special 
Area of Effect: Around elemental 

This spellis the first of the four ma]orclemenial spells. When 
cast on open ground, a clay golem is suxnmoned from the Earth 
Elemaxtal Plane axuiwill remain as the Druids senwit until its 
l^stren^tft is depleted. He can only understand the three simple'^ 
^commands Wait, Follow and Send. The Golem is resistant to al 
forms of natural attack and is very strong. Howe\^er, fie is slow 
ind cumbersome and on occasions may prove a hindrance. 



spell: Conjure Air Eiementai 

Type: Summoning/Protective 

Duration: Special 

Area oj Effect: Around eiamntal 

As ilxc conjure eartFi eCementaC spell except an air wis^e is 
suxmno^xcdfrom il\e Air Llancnial Vianc axuLwill remain as il\c 
Druid's serx^ani until its strenqih is depleted. 
The Wis^e is very fast 6ut also very weak. The Great Druid 
'Rxaxewort' was wed known for useinq Wispes in fast sweepiri^ 
attacks on lar^e amounts of weafejbe^. 

Spell: Conjure Fire Elemental 
Type: Summoning/Protective 
Duration: Special 
Area of Effect: Aromuf etementaf 



As the conjure earth eCementaf spell except a fiery phoenix is 
. summoned from the Fire CtementaC Plane anifwiCf remain as tfie 
Druitf^s servant unti( its stren^tft is depleted. 
Tfu: Phoaiix is rea^onaBfv fast 6ut loses fiii^ strengtft fast wfkn 
in wet or moi^t area^. 

Spell: Conjure Water Etementaf 

Type: Summonin^/IVotective 

Duration: Special 

Area of Effect: Arowul eiementai 

As the conjure earth eCementat spell except a water kraken is 
simmionecf from the Water ECementaf PCane andwiil remain as 
the Druitf's servant untif it5 sti'cnqth is depleted. 
The Krafo^n is reosonaBCv fast 6ut Cose^ fits stren^tft fa.st wFien 
in ftot or ariif areas. 



sped; WaaofFirc 
Type: Obstructive 
Duration: Semi-permanent 
Area oj Effect: 40' in direction cast 

When cast, deep red fiames erupt from tfit' ground in the 
direction the caster is facing. Tfie fiames wiU continue for fort\^ 
feet; unless hitting some solid obstacle or significant feature of 
landscape {see ^'Kaleds bookof universal constants ''for more on 
this). The wall will only destroy fire-fearing foes aiid remains a 
permanent feature of the landscape until the Druid leaves th 
■present land. 

Spell: Waa of Water 
yype: Obstructive 
Duration: Semi-permanent 



[Area of Effect: 40' in direction cast 

When cast; deep bine water spurts from the ground in the 
Z direction the caster is facing. This spell is mxxch the saxne as tlxe 
waCC offire spelL except that it will only destroy water-fearing 
foes. 

SpelL: Death Touch 

Type: Offensive 

Duration: Short 

Area of Effect: Creature touched 

When this spell is cast, any creature touched by the Drui 
will instontCy die. However ^ a few, more powerful creatures^ 
rpannot be harmed by this form of magic. 



sped: DeatfxQ^ftt 
Type: Destructive 
Duration: Sfwrt 

Area oj Effect: 40' radms about Druid 

This spelX will destroy aid creatures witfiin a forty jbot radius 
about the Druuf jbr a short duration thus giving him time to 
gather his wits or pass through dark and eerie lands. There are 
some powerful creatures who are immune to this form of magic. 

Sped: Deathland 

Type: Destructive 

Duration: Medium 

lArea of Effect: 40' radius about Druid 

This spelL is eA^actCy the same as deatliUgfit except that is lasts 
mucft Cancer. Great Druids always warn their uxxerdigh 



inferiors to use thisjorm oj magic sparingCy. 
^ SpeiL: linger of Lightning 
Tvp^- Offensive 
Duration: Sftort 

Area of Effect: 40' in direction cast 

When cast, bolts of lightning shooi \orth from tl\e Druids 
jtn^ertips. Tfiiese Bolts are ten times more ^owerfd than the 
normal electrical bolts that Druids usually jire. 



sped: Recharge 
Type: Rep[enisfiment 
Duration: immediate 
Area of Effect: Druid 

This spell replenishes the Druids electrical bolts so tlxat he ^| 
can fire at the maximum rate possible. 
Spell: Slow 
Type: 06structive 
Duration: Short 

irea of Effect: 40' radius about Druid 
This curious magic causes all normal creatures within a fort\^ 
foot radius of the Dmid to become lethargic and slow thus^ 
^letting any nimble Druid pass between them quickly. 



"Sjpctt^ Yireshield 

Type: Protective 

Duration: Short 

Area ofEffeet: Druid 

When confronted with piliars oj flaxne, a wary Druid need 
only cast this spelL. It willmake his robes and sandals like tough 
dragonscak for a short while and thus he wilL become impervious 
to alL forms of natural heat. 

SpetU Invisibility 

Type: Concealment 

Duration: Short 

Area ofEffeet: Druid 

This well used sped is still one of the most useful that a 
Druid can carry in his spetttoofe. The Druid will be rendered 



imdsibie to ail creatures of normal sight. However, some 
creatures do not see with their eyes but instead use heat or 
magic as a source of seeing. 

Sped: Armour 

Type: Protective 

Duration: Short 

Area of Effect: Druid 

When cast, titis spelt turns the Druids robes to strong steeC 
for a short while, thus rendering the Druid less vulnerable to 
attack. 

Sped: Turn Away 
Type: Repellent/llCusion 
Duration: Short 

Area of Effect: 40' radius aSout Druid 



This spell makes the Druid appear to be an abhorraitj powerful 
[creature. This is of course, an illusion; but any unintelligent 
creatures in close \dcinit\f to the Druid will immediately panic 
and try to run away. In time, tfte spell will end and the illusion ^ 
will crumble away. 

Sped: Tefeport 
Type: Ethereal travel 
Duration: immediate 
Area of Effect: Druid 

This spell is fairly mystical. Great Druids fiave only managed 
ho discover that when this spell is cast within a magic sym6oti 
tfte caster is sent to aixother pla}\e (tfie t\^pe o\ plane is decided 
|6y tfte magic symbol). 



•Speil: Infra-vision 
Type: Visionary 
Duration: Short 
Area oj Effect: Dmuf 

Tfiii5 rxuiqic is useful in darkness. It makes tfx^ Druids eves 
sensitive to heat as weiLas liqhi. However, this power wiCfonfy 
[asi a short time and then you will be left back in the dark. 

Sped: Resurrection 
Type: Resurrection 
^Duration: Special 
Area of Effect: Special 

This spell was oriquxally crcatedby the Necromancer Qroblax 
Hn a clever attempt to cfieat death. Of course, Druids everywfterei 



; jeafised tfie vatue of sucfi a sped cuuf soon it was circulating 
axrwnqst the higher ranks of the Druiif sects. VVfien cost, a grave 
is created. Should the Druiif now 6ear tfte misfortune to die, he 
will gain new life and full stren^tfi amf rise from the very^ same 
grave that he created. But be warned, you can only create one 
grave, if you cast anotfier resurrection Cater, tfte grave createdby 
tfte jirst resurrection will be destroyed. 

Sped: Doorblast Type: Destructive 

Duration: Immediate 

i^Area of Effect: 5' radius about Druid 

When the Druiif casts tfiis sped, a mightv explosion can be^ 
[heard about the Druid and all doors within a five foot radius of 
tfte Druiif will sfiatter amf spdnter into a thousand pieces. Any 
polish creatures witfiinjorty/eet of the Druiifwill collapse in^ 
a^ony at tfte sound of the eA:pCosion. 



^eil: Tfie Seeing Eye 
: Type: Visionary 
Duration: Short 

Area oj Effect: 80' in direction Cast 

This speCf enabics tfie Druid to see what is ahead of him. 
When cast, the Druids mind is ailowed to foiiow the land in 
front and see what dangers await. 
Sped: Sage 
Type: Legend Lore 
Duration: Immediate 
Area of Effect: none 

. When this spell is cast, the Qrand Druid Klaven Marr wif 
iveyou a short chic depaiding on wfiereyou are. This should 
aid your Druid in his quest for enlightenment. 



■'Speil: Strengthen 
Tvp^* Keplaiishment 
Duration: immediate 

Area of Effect: Elemental up to 160' from Druid 

This spell will make vou elemental stronger atuf tfiu^ prolong 

its return to the elemental planes. 

Sped: Banquet 

Type: Replenishment 

Duration: Immediate 

Area of Effect: Druid 

This spell makes the Druid feel like he l\as ']ust eaten a large 

yi^holesome supper, thns raising his constitution back to its Best/ 



iSf^ett: Wine 
Type: Repimishment/Curing 
Duration: Immediate 
Area of Ejfect: Dmid 

This spell creates a bottie of wine which the Druid must 
drink straight away. It wiU partially restore his constitution 
6ut it will also help to drive any poison from his system. 

Spell: Create Light 
Type: Visionary 
Duration: Long 

Area of Effect: 5' radius about Druid 

This spell will create a circle of light about the Druid eq^^ 
to the light created by a small flaming torch. This light will 
e^vtin^uisfi after some time however. 



'spell: Crucifix 
' Type: Repellent/Illusion 
Duration: Short 

Area of Effect: 40' radius about Druid 

This spell causes a Holy Cross to appear in the Druids hand 
for a sfwrt while. All undeadaM unholy creatures will instantCv 
run in fear from such holy relics. 
Spell: Key 

Type: Unlocking/Opening 
k Duration: immediate 
I Area of Effect: Touch lock 

t. This spell is merely a Mages Cantrip. It causes all simple lock 
^mechanisms to slide open thus allowing a locked door to be 
opened. 



■ ■ % 



• Sped: Antidote 
Type: Curing 
Duration: Immediate 
Area of Effect: Dmuf 

'J'fils is much more potent than wine and will instantly care 
any poisomd Druuf. Upon casting, it will create a brew of rare 
herbs which mast be immediately drunk by the Druid. 
Sped: Horn of Bacon 
Type: Oldc Mystic 
Duration: unknown 
Area of Effect: unknoMm 



(}rand Druids everywhere are puzzled about this spell. They^ 
know that when you cast it, a horn soutuiis created but notfiin^ 
further happens. It is suspected that it is used for summoning of 
some sort. 

Sped: Coino/Cfuiron 
Type: Oldc Mystic 
Duration: urdinown 
Area of Effect: u^^known 

When this spell is cast, a small gold coin appears bearing the 
picture of a grim reaper. The coin has the value of one hundre 



sped: IVftite Orb 
Type: Dcstructive/Enligfitenment 
Duration: Etemai 
Area ofEjfect: Acamantor 

Wficn a Druid casts this speil propcriy, he is recognised as 
fiaxdixg reached enCighteiunent aiidis entitled to enter the Circle 
of t fie Great Druids. 



The Lands ofBeiom 

There are ten lands in Belom as well as Acaniantor*s five 
level tower. You start in the village of Ishmar. To the west, lie 
the lamis 0/ desert aiulfire. To the mirth of tfie de.sert lamis, lie 
the rockv plains vvdieh lead riortli to tfxe dark eerie caverns of 
darkness. To tfie fuirtfx of Ishmar, lies the weird woodlaiu( aiuL 
to tfie east lie the swamplands arid t fie (aiiif of water. Nfortfi of 
the lami of water tfiere lies tfie poisoiious land of fungus wfiicfi 
qives passage to tfie siiowbourid iee regions. To the far east, 
bevomi tfie water, lies Acaniautor's tower - surrowukd b\f a 
nwat with no bridge in sight. 



Acontantor ftos also summoned the demon princes once more, 
and tfuT fieip fortify^ Acaxnantor's grip on tfie lands of Beiom. 
'Vfie demon princes can be found in tfic lands of fire, desert and 
snow and in tlu: Bottom two dungeons ofAcamantor*s tower. To 
destroy a demon, you must fire at it many times whilst casting 
'DeathlicjhV or ^Deathland\ When the demon starts to weaken^ 
its colour will cfmnge and a few more swift shots shoulddestroy 
it. But be warned; tfie demon will continually spit fireballs at 
you as you attempt to destroy it. 
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